FIGHTER 
ELEMENTAL WARRIOR 


A warrior calmly walks through a group of enemies, 
their blade dancing around them in a flowing motion. A 
guardian stands watch in front of a glade, surrounded 
by statues of their attackers. An archer shoots their 
bow, the arrow being guided by the winds themselves 
across impossible distances. And a soldier wielding a 
flaming sword sprints through a battlefield, leaving 
behind a streak of flame. What all these have in 
common is that they fight in accordance with the 
elements wich make up the natural world, calling 
themselves “elemental warriors”. They fight alongside 
the spirits as their fighting style takes a more spiritual 
turn. 


ELEMENTAL WARRIOR FEATURES 


Fighter Level Features 


3th Elemental Afinity, Channeled Strike 
7th Planar Companion 
10th Primordial Embodiment 
15th Armor Of The Ancients 
18th Avatar Of Unity 
ELEMENTAL AFINITY 


beginning at 3th level, you begin showing afinity for the 
elements and how to fight alongside them 

-You gain proficiency with the herbalism kit, learn the 
primordial language and learn the “druidcraft” cantrip if 
you don’t already know it. 

-You can choose an element between air, earth, fire or 
water and channel it through your fighting style. You 
choose wich element to channel at the end of every long 
rest and can change wich element you’re channeling as 
a bonus action a number of times equal to your 
proficiency bonus per long rest. Channeling the 
elements can take on different forms for different 
people. Some elemental warriors adopting different 
stances inspired by the elements, while others adorn 
themselves with marking depicting all four elements 
wich glow in accordance to the elements the warrior is 
channeling 


CHANNELED STRIKE 


You gain one of the following abilities, depending on 
whatever element you’re currently channeling. 


e Air: You temporarily learn the “Booming Blade 
blade” cantrip. When you cast this cantrip using this 
feature, the casting time is decreased to one attack 
and you can cast it with any weapon attack. Wisdom 
is your spellcasting modifier for this. If you cast this 
cantrip multiple times in a single turn, only the first 
hit is affected by the “at higher levels” damage 
increase. A creature can only have one instance of 
this cantrip effecting it at a time. Your attacks 
surround your enemies with violent winds 

e Earth: Whenever you hit a creature with a weapon 
attack, that creature treats all terrain as difficult 
terain and can’t make more than 1 attack on it’s turn 
until the end of your next turn. You can enhance this 
effect a number of times per long rest equal to your 
proficience bonus. As an action on your turn, you 
force all creatures with 60 feet currently affected by 
this feature to make a constitution saving throw (DC 
= § + your proficiency bonus + your wisdom 
modifier). On a fail, they become petrified until the 
start of your next turn. A creature that succeeds this 
saving throw is immune to being petrified by this 
ability again for the next 24 hours. Your weapons 
can turn the enviroment around them as stiff as 
stone. 

e Fire: You temporarily learn the “Green-Flame blade” 
cantrip. When you cast this cantrip using this 
feature, the casting time is decreased to one attack 
and you can cast it with any weapon attack. Wisdom 
is your spellcasting modifier for this. If you cast this 
cantrip multiple times in a single turn, only the first 
hit is affected by the “at higher levels” damage 
increase. 

e¢ Water: Whenever you make a melee weapon attack, 
you can make that attack against any creatures 
within 5 feet of you. And whenever You make a 
ranged weapon attack, you can make that attack 
against any creatures in a line. You can only target a 
additional amount of creatures equal to your wisdom 
modifier and you must use the same attack and 
damage roll for the whole attack. Your attacks slice 
through your enemies as easily as through still 
water. 


PLANAR COMPANION 


Starting at 7th level, you can call upon the spirits of the 
elemental planes. Whenever you finish a long rest, you 
summon an elemental companion from one of the 
elemental planes. The companion is friendly towards 
you and your allies and obeys your spoken commands. 
It uses the elemental companion stat block, wich uses 
your proficiency bonus (PB) in several places. The 
companion has 4 different versions depending on what 
element you are channeling when you summon it. 
Whenever you use a bonus action to change your 
element, your companion changes elements with you. 
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PLANAR COMPANION 
Small Elemental, Shares your alignment 
} 


Armor Class 10 + PB (Natural Armor) 
Hit Points 3 + three times your fighter level (the campanion has 
a number of hit dice [d6s] equal to your fighter level) 
Speed walk 30 ft, fly 30 ft (fire or water form), fly 60 ft (air 
form), burrow 30 ft (earth form) 


| STR DEX CON INT WIS CHA 
1241) 18 (44) «12 (41) =110 (+0) +18 (+4) +14 (42) 


| Damage immunities Fire (fire form), poison (earth form), acid 

(water form) 

, Damage Resistances bludgeoning, piercing and slashing from 
nonmagical attacks (earth form) 

Senses darkvision 60 ft., passive Perception 14 

Languages Primordial 

Challenge Proficiency bonus (PB) equals your bonus 


Elemental forms. The companion has four different elemental 
forms (air, earth, fire, and water) depending on the element you 
_ are channeling. 


strenght of stone. When in earth form, the companion swaps it’s 
_ strenght and dexterity score and has advantage on saving 
throws against being moved against it’s will 


agility of wind. \/hen in wind form, ranged weapon attacks 
against the companion have disadvantage on the attack roll. 


PRIMORDIAL EMBODIMENT 


Beginning at 10th level, your connection with the 
elemental nature of the world begins to reflect itself in 
your body. Depending on what element you are 
channeling, you gain the following abilities: 


e Air: You gain a flying speed of 30 feet wich you can 
use in short bursts. If you end your turn in the air, 
you immediately fall to the ground. Additionally, you 
can expend a use of your pimordial embodiment so 
on your turn the reach of your melee attacks 
increases by 10 feet as your weapons send slashes 
through the air and attacking at long range doesn’t 
impose disadvantage on ranged attack rolls as winds 
carry your projectiles forward. 


e Earth: You have tremorsense for up to 60 feet and 
gain a burrowing speed of 30 feet. If you end your 
turn underground, you take 1d6 bludgeoning 
damage and can’t breath until you return tothe 
surface. additionally, when you are hit with an attack, 
you can use your reaction and a use of your 
pimordial embodiment to gain a +2 bonus to your AC 
against the triggering attack. 


Intensity of flames When in fire form, any creature that touches 
the companion or hits it with a melee attack while within 5 feet | 
of it takes 5 (1d10) fire damage. 


Soothing Waters. When in water form, when a creature friendly 

to the companion that ends its turn within 5 feet of it, the 
companion can use it’s reaction to give that creature 1d6 
temporary hit points. 


ACTIONS 


multiattack. The companion makes either two air slice or water 
spout attacks, or one flame belch or stone strike attack. Ifyou 
have used an action surge on your turn, it makes these attacks 
twice. 


Air Slice (air form). Ranged Weapon Attack: +4 plus PB to hit, 
range 30ft., one target hit 7 (1d6 + 4) slashing damage. 


Flame Belch (fire form). Each creature in a 15 foot cone must 
succeed a DC 12 + PB dexterity saving throw, taking 2d6 fire 
damage on a failed save, or half as much on a succesfull one. 


Water Spout (water form). Melee Weapon Attack: +4 plus PB to 
hit, reach 10ft., one target. hit 7 (1d6 + 4) cold damage and the 
target must succeed a DC 12 + PB strenght saving throw or be 
pushed back 15 ft. 


Stone strike (earth form). Melee Weapon Attack: +4 plus PB to hit, © 
reach 5Sft., one target. Hit 10 (2d6 + 4) Bludgeoning damage 
and the target must succeed a DC 12 + PB strenght saving 
throw or be knocked prone. 


e Fire: You gain resistance to fire damage and can use 
your reaction when you are hit by an attack within 30 
feet to deal 1d6 fire damage to the attacker. 
Additionally, you can expend a useof your primordial 
embodiment to take the dash action as a bonus 
action. When you do this, whenever you move 
through a space you can choose to set it aflame. A 
creature that moves through a space that is set 
aflame or ends it’s turn there must succeed a 
dexterity saving throw (DC = 8 + your proficience 
bonus + your Wisdom modifier) or take 1d6 + your 
wisdom modifier fire damage. 


e Water: Enemies have disadvantage on opportunity 
attacks against you and you have advantage on 
saving throws against being grappled, poisoned 
restrained or being knocked prone. Additionally, 
Whenever you use your second wind, you and any 
allies within 10 feet of you also gain 1d6 temporary 
hit points. And you can use an action and a use of 
your primordial embodiment to regain ause of your 
second wind. 


Some of these abilities have limited use, you can use 
these a number of times equal to your wisdom modifier 
(minimum of once) per long rest. 


ARMOR OF THE ANCIENTS 


When you reach this level, you can call upon the 
elements to protect you. Once per long rest as a bonus 
action, you can cast the spell associated with your 
current element: 


e Air: Investiture Of Wind 
e Earth: Investiture Of Stone 
e Fire: Investiture Of Flames 
e Water: Investiture Of Ice 


Wisdom is your spellcasting ability for these spells. 


AVATAR OF UNITY 


At 18th level, your bond with the natural elements has 
reached a point where you unify them beyond the 
borders that usually seperate them. In stead of choosing 
one element for all of your subclass abilities, you may 
choose a different element to channel for each different 
ability. When you change elements using a bonus 
action, you choose one element and change any number 
of your abilities to that element. 


Once per long rest, you can enter a state of total unity 
between all four elements. While in this form, both you 
and your companion are channeling all four elements at 
the same time for the purpose of your different abilities. 
This form lasts for one minute or until you are knocked 
unconscious. 


